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SECTION 1: INTRODUCTION 

Nothing is eternal. So are MMORPGS. When it comes to game preservation, 
this genre of game is difficult to properly preserve. This due to the nature of 
MMORPG having one side of its game core being stored on a server, therefore 
the players (and therefore archivists) have only access to the game client and 
locally stored game data. This document outline methods - both theorical and 
practical to preserve information regarding the MMORPG RuneScape. This 
document mainly focuses on the RuneScape 3 iteration, but its content should 
be relatively applicable for Old School RuneScape. 

SECTION 2: PILLARS OF RUNESCAPE 


RuneScape can be divided into multiple "pillars" representative of the 
multiple facets of the game from an archivist perspective. The following table 
denotes which should be archived. 


Pillar 

Source 

Status 

Mapdata 

Cache 

Covered by cache 

Sprite 

Cache 

Covered by cache 

Models 

Cache 

Covered by cache 

Textures 

Cache 

Covered by cache 

Interface 

Cache 

Covered by cache 

Sound 

Cache 

Covered by cache 

Music 

Cache 

Covered by cache 

Quest info 

Server/wiki 

Covered by wiki 

Minigame 

structure 

Server/wiki 

Covered by wiki 

Bosses 

Server/wiki 

Covered by wiki 

Items 

Cache 

Covered by wiki 

NPC info 

Server/wiki 

Covered by wiki 

NPC spawns 

Server 

Not covered by wiki 

Item examines 

Server/wiki 

Covered by wiki 

NPC examines 

Server/wiki 

Covered by wiki 

OBJ examines 

Server 

Not covered by wiki 

Unlock hints 

Server/wiki 

Covered by wiki 

Quest log 

Server/wiki 

Covered by wiki (RS3 ONLY) 

Music map 

Server 

Partially covered by wiki 

Minigame data 

Server 

Not covered by wiki 




Graphic shaders 

Cache 

Covered by cache 

BGS 

Cache 

Covered by cache 

OBJ info 

Server/wiki 

Covered by wiki 

NPC dialogue 

Server/wiki 

Covered by wiki (RS3 ONLY) 

Skill data 

Server/wiki 

Covered by wiki 

Special object 
interactions 

Server 

Not covered by wiki 

Animations 

Server 

Not covered by wiki 


The RuneScape community has dedicated itself to create two very proficient 
wiki in which a lot of information not found within game data is stored. 
However not everything is covered. Data not covered by wiki is denoted in 
italics. 

SECTION 3: NPC SPAWNS 

The spawning of non-player characters is dictated by the server. Therefore, 
barring exceptional occurrence, it should be theoretically impossible with 
current information to determine their exact spawn origin point. However, 
RuneScape Private Servers have been known to use bot or dedicated software 
to dump NPC spawn data, producing passable result. Some NPC are spawned 
during player-triggered action, most notably in quests. Getting the exact 
coordinate of the spawns is going to be difficult but doable using gameplay 
recordings. Regarding RuneScape 3, wiki editors had a glimpse of the official 
NPC spawn configuration as a community manager decided to give them 
away. However, it has been found that it does not contain NPCs that transform 
with variables and varbits. 

SECTION 4: OBJECT EXAMINES 

Object examines are stored on the server and there is no easy way to get them. 
The only viable method to dump them would be to manually examine every 
objects available in the game. This will be complicated when it will come to 
quest areas as most quest cannot be replayed. For getting the examine 
themselves, they are stored in plain text in the client memory after the object 
appear in the game chat. The string of text can be retrieved with a RAM 
viewer, the one found within the software Cheat Engine works for that 
purpose. The optimal way to mass-examine objects, will be to sort their 




position by the region they are based in. This is achievable by manipulating 
the data extracted from object position found in the cache. 

SECTION 5: MUSIC MAP 

RuneScape's game world is divided into multiple regions. In each region is 
assigned a music to play. This information is only partially covered by the 
wiki. In RuneScape 3, some area uses "zones" that consist of multiple region. 
Unlike normal regions, those shuffle a set of music tracks instead of having 
only a single tracks. Some music plays only during quest, but it should not be 
difficult to determine a quest music map with recorded gameplay that include 
the game audio. 

SECTION 6: MISCELLANEOUS 

This section will cover multiple pillar as they share the same information 
recovery method. Minigame data can be gathered using multiple recorded 
gameplay of a minigame. Every possible options and facets should be 
archived. The same goes for special objects interactions and animations, 
although a fair share of those will be found within quest recorded gameplay. 

SECTION 7: ORGANIZATION & CLOSURE 

If the player wants to mobilize to preserve the game when its shutdown will 
be inevitably announced, they need to be organized. An example of such 
occurrence was with the closure of RuneScape Classic. Depending on the 
time remaining, I would recommend starting with information locked behind 
high-level quests and ideally, find a way to incentivize data gathering. I have 
no doubt that a significant portion of the community will mobilize to preserve 
the game. I hope that this document will serve as a guideline to contribute 
toward RuneScape's preservation. 



